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RUNE 

A 10,000-year-old vampire stalks the earth! 

PR1MEVIL 

An ultra's corrupted skin gains undead life! 


NECROM ANTRA 

Mantra possessed by the soul of evil! 
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'STILL, I SUSPECT W A Fine'' 
YOU SHALL MAKE , MEAL FOR 
A FINE MEAL .^LGORO 


'HA!THAT 
WAS NOT MUCH 
CFACHAUBNGE! 


I EXPECT MORE 
SPORT FROM YDUR 
KIND, LITTLE ONE 


' EXCUSE THE ^ 
INTRUSION 
TO TOUR REPAST, 


RAYDCN \ 


writer • CHARLES MARSHALL 
penciller • PATRICK ROLO 
inker • Bobby Rae 
fetferer • DAVE LANPHEAR 

color design* SCOTT SAVA 
interior color* 'BU TONES 

















SONYA BLADE, AMEMBEROFA TOP, 
SBC RET US SPECIAL FORCES UNIT A 
AND ONE OF HER COUNTRY'S /] 
MOST GIFTED WARRIORS. 


HU KANG, ONCE A MEMBER 
OF THE SUPER-SECRET WHITE 
LOTUS SOCIETY REPRESENTING 
THE INTERESTS AND PHILOSOPHIES 
OF THE ORDER OF LIGHT 


■an invitation' 
FOR YOj TO JOIN 
THOSE WHO ARE 
FIGHTING ON THE 
SIDE OF THE 
V LIGHT. A 


/ THEYARE^® 

training now, ~ 
readying their 

BODIES AND 
SPIRITS FOR 
THE RIGORS OF 
MORTAL A 
COMBAT S' 

























discussion 
IS OVER. VILE 


Y WE SHALL T 
' MBCT AGAIN, 
GORO. FOR THE 
, FATFS HAVE 

Ldecreedit. a 










A MORTAL KOMBAT Mini-Series from Malibu Comics 



Begins February 1905 







[writer • Charles Marshall 
penc illtf Patrick Rolo 

inker • SCOTT REED 

lelferer • DaVE LaNPHEAR 

colorist • Scon Sam 

[eJiior ■ Maui: Paniccia 



























w Atto Though %/S vv? 
t?,sk Mj-eTtWTr' Wsrv T" 

OfCWWQD... 

^^"‘’TTWe ReTuR&P ^ 
jM To Tu'S PIA»je To 7^e 
V yook^ life 
























^ BOLD WORDS?^ 
GHOUL BUT I AM 
ONE OF THE UN 

s. true/. > 
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LOOK' HE'S DRIFTING 
APART DISSIPATIN6. 


LIKE SOMETHING** 
OUT OF A 

■_MOVIE _<1 


HE TRULY ' 
IS OP THE 
SPIRIT 

.REALM A 


W ANPfHEKi 
Th 9//ISTI^J6fJ 
SriAU- 0eL°lOG TO 
■scorp'onj 


w tAto£tieVSR^' 

YOU COME, GOBLIN, 
TOU WILL FIND SUB- 
EERO READY 


HE IS TOO ASHAMED 
TO GO TO HIS CLANS 
ETERNAL VICTORY 
HALL... 


UNTIL HE EXACTS 
REVENGE FROM THE NINJA 
^WHO ENDED HIS LIFE > 


FOLLOW THE CONTINUING 
ADVENTURES OF THE WORLDS 
GREATEST WARRIORS /H 
ARAL /at/ CGM/CS ‘ 


DEATH IS 
WAITING IN 
.THE WINGS 































'mastei?-- 
&OPO WHAT you 
^VANT HIM TO 170 


TgUU &OKO T 
WHOM VOU WANT 
HIM TO 

pesrpoy. j. 


OPT At FFAR 


CHARLES MARSHALL 


PATRICK ROLO 
LARRY WELCH 
PATRICK OWSLEY 
SCOTT SAVA 
'BU TONES 

Mark paniccia 


! 1 MMIA ! : 


MOV TAJF 7/7Z^ OAOPAA/PMA£7£P I 
gv P£P£/t TWO KP/VO CAO, A F/&HT/M& 
MONK fPOM TAB ANC/£N7 OPP£P 1 

Q£ j/QHT _ 

Hr, 













































ouraaaS’ hhf&vce 
A MEMBER OF THE 
FIRER - EEC E5 T HM/7E 
torus FOC/ETYAHP 
COAST/HUES 70 RERRE- 
FEATT THE/ATTEREFTF 
AHP FH/tOFOPHrEF 
OF7FEORPEROF 
OORT. 


FCORR/OA/'S 7RUEHAME 
ARP OR/ERA/ARE A/OT 
RROWA/, 5UTMY FEA/FEF 
7£tt ME 7HA7HE/FAAOT 
TRUtY AE/ZE ■ HE AS 
PEAPtY, THOUGH. 

ZERY PE A PC Y. 


Jfj _ 




































f EACH OF THEM HAE > 
HlEOWN AEENPA, 3UT 
THEY All WIEH TO .STOP 
v Mg . TO BP EO THEY ^ 
/ MUST FlOHT THElP T 
WAV THPOUEH MY \ 
vPEPEONAL OUAPPS / 


. AN? THEY MUST ~ 

po the /Mross/grt* 

AMP PEFEAT MIGHTY 
v EOPO >■ 


^ ANPTHEN... ^ 
■JHOUIP THEY-AOWif- 
ACCOMPLISH 
^ALL OFTHAT > 


...THEY WOULP ^ 
HAVE TO PEAL WITH 
-SHANE TSUNS 
HIMSELF. Y 
































Mark Pan icci a 
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ALL MV LIFE I'VE ■ 

HEARPAEOUTTHI*. 
! TOURNAMENT 


■ THOUGH " 
SOMETIMES I 
CtJUBTEP IT 
, ACTUALLY l 
. EXISTEP. ^ 


"THE/P 

CWtY 

HOPE. 
































THROAT BURNING UKg 

fire, it can oniv mean 

~> ONETHIN^. 


WS UA/KUe/ CMA/ I 
wovt-p/vorAPmo/e 
OFTAEP£AP7HAT 
&A/AW* AT H/M. 
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PUT NOW I'M 
N0T30 *ueE 
























ne ha* Ken frwx&e p 

ffyn/s feicoweop* 
«W 7H/S TAS*r 


































/! OMXTUfOPTOVSO *S, 
cvuepourar/effYcve 
L//VT/L &/LY* SOLO 
\'OtCe#£AMWS 


cordially l>\vil«d 


^W\ort«J nCr owUoot. 

«^oi*v wa for tL» mtowtkly 
odvo>\t\«ro^jjowv 

^W\«lllov« wemlcs 





















Do We Have An Attitude? 


Sure. Doesn't 
everybody? 
INTERACT 
controllers 
by STD are 

loaded with ATTITUDE. Whether 
you're into SEGA or SNES, our game 
pads give you the edge you need. 
So...play with an attitude. Play with 
INTERACT controllers by STD. 



SG & SN PROPADS 

6 Hi-Performance 
fire buttons! 

Semi and Hands-Free 
’nirbo Fire — gives you 
two ways to shred 'em 
to pieces. 

Slow Motion — 

disect your opponents 
game plan. Then 
watch 'em squirml 
Extra Long Cord 
A > — now you can 

k, play from your 

favorite recllner. 


SN PROPAD 
For Super Nintendoc 


Clear Casing — 

so you can check 
out the guts. 


Slow Motion 

feelin the heat? 
Take control and set 
your own pace. 


For Sega Genesis 


Y-'latf wM eut attitude! 


STD Entertainment (USA), Inc. 

110 Lakelront Drive • Hunt Valley, MD 21030 • 410-785-5661 
© 1994 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED. 


Sjjg* STD 


Programmable Fire Buttons 

now you can jump, punch, kick and 
slam with the press of one buttonl 


SG PROPAD6 


6-Button Arcade 
Layout — that 
familiar arcade feel 
comes home. 
Wouldn't you 
rather thrash your 
opposition on your 
own turf anyway? 


Turbo Auto-Fire — for 

high speed fire pow er tha t 
won't wear out youfthuTup 


SG PROPAD< 
For Sega Genesft 


.'N7ER/JET 









•Vhcre are several variant covers for Issue #1. The first variant was a piece bv Patrick Rolo 
and Bobby Rae that was printed tor approximately one-quarter of the original print run. 
After this, a Gold Foil Edition cover was produced based on the Rolo/Rae limited cover. 
In addition to these, a Hologram Cover was run that included the dragon symbol. 

A Special Edition #1, released in November, is a reprint of the first issue that includes extra 
text and a new cover by Patrick Rolo and Richard Emond. 

These next few pages exhibit every Mortal Kombar cover ever produced, with the exception 
of #0, which now rests in your very hands. 































Mortal Kombat#! 


Mortal Kombat #2 


Patrick Rolo and Bobby Rae 
Tabitha Martin 


Mortal Kombat #2 

The tournament begins and jjr 
the Kombatants are taken ..j 
prisoner as Shang Tsung I 
attempts to open the 
Tao te Zhan 

' Mortal Kombat #2 
I released August 1994 


MORTAL MM 

fc .ii_ 



















Andv Walton 


Goro #1 


Goro is abducted by the 


wizard Zaggot. Introduces 
characters from Mortal 


Kombat II and the 


Kornbatant. 


Goro, Pr'mcfrbflbin #1 

Released Septemboj; 1994 



Mortal Kombat #3 

, Cover artwork: 

Patrick Rolo and Bobbv Rae 


Mortal Kombat #3 

The Kombatants escape 
from Shang Tsung’s dungeon 
with the help of Rayden, and 
Goro mysteriously 
disappears. 

Mortal Kombat #3 
- released Stptepiber 1994 


Goro, Prince of Pain #1 

r Cover artwork: 

Patrick Rolo and Bobby Rae 

Cover colorist: 

Scott Cattanach 














Mortal Kombat #4 

The Kombatants-travel 
through Outworld facing 
many dangers as well as their 
own /ears. 


Mortal Kombat #4 

. 0 Cover artwork: 

Patrick Rolo and Bobby Rac 
, Cover colorist: 

Sean Martinez 


Goro, Prince of Pain #2 

' Cover artwork: 

Roy Burdine and Jack Snider 

( Cover colorist: 

Renee Pulve 


Goro is abducted by Abacus 
as the Mortal Kombat II 
characters battle with the 
Kombatant. 




7 Goro , Pnfttf'cf 
I released Octwi 


yallery 








Mortal Kombat #5 

Cover artwork: 

Patrick Rolo and Richard Emond 
Chris Young 


Mortal Kombat #5 

The {Combatants work to 
solve the mysteries of the 
Tao Te Zhan and find a way 
back from Outworld. 


Goro, Prince of Pain #3 

. Cover artwork: 

Patrick Rolo and Richard Emond 
Renee Pulve 


Goro #3 

The battle between Abacus 
and Zaggot carries on, with 
Goro and the Mortal 
Kombat II characters acting 
as pawns. 

‘ Goro, PrincfiofPqin #3 
| released November 1994 

ALL CHARACTERS ARE TRADEMARKS OF MIDWAY » 
MANUFACTURING COMPANY 
1992 MORTAL KOMBAT •>. rs a trademark ol 
Midway • Manulaclunng Company 
All Rights Reserved Used Under License. 









M ynrm i 

OlOOn A/NDER 


Mortal Kombat #6 

The (Combatants continue to 
battle tor control of the Tao 
Te Zhan in the final issue 
before the Tournament 
Edition. 

Mortal Kombat #6 
released December 1994 


Mortal Kombat #6 


Patrick Rolo and Richard Emond 

Cover colorist: 

Chris Young 


Tournament Edition 


Patrick Rolo and Richard Emond 


Tournament Edition 

The bone-crushing finale to 
both the Blood and Thunder 
story arc, and the 
Goro: Prince of Pain 


’ToumainenfrEdtfion 
'released December ,1 4 


PPTIT vmm 










John Tobias (Right) and Ed Boon 
(Left) Co Designers of Mortal 
Kombat the Video Game 




An Interview with the Co-designer of MORTAL KOMBAT 

By Robert J. Sodaro 

You’ve got the hottest arcade game on the planet burning up the charts and crushing all 
opposition, You've successfully translated it and put it into a one-shot mail-order comic, and 
the home video game market. You’ve just released the Mortal Kombat II video game, the 
sequel to your still best-selling Mortal Kombat, and there’s talk about a live-action tour as 
well as a live-action movie. What now? Well, if you're John Tobias and Ed Boon, why not turn 
it into a Malibu comic book as well? 


Sodaro: Could you tell us a little of the background of how you developed Mortal Kombat ? 
Tobias: Ed and I wanted to do a fighting game, similar to a game called Karate Champ. We 
wanted to do a game that had head-to-head fighting in it. We threw that idea around a little 
bit, then we put our proposal in. We were both working on other projects at the time so it was 
going to be a while before we got started. Then a game called Street Fighter II came out that 
was exactly the head-to-head fighting that we wanted to do and that was successful enough 
that it spurred our people here enough to say, “Go ahead, do a fighting game." We finished 
the projects we were working on and started working on it. 

Sodaro: When was that? 

Tobias: That was in '91. The first game took us eight or nine months, which is pretty quick for 
a video game. Normally it takes a little over a year. 

Sodaro: Does it disturb you at all that people are claiming your game is way too violent? Or is 
that just people overreacting? 

Tobias: It's media hype. I think violence is an issue when it comes to an eight-year old 
playing the game, but an eight-year old shouldn't be playing the game. Acclaim, the company 
that released it for the home, did everything they could. Sega put ratings on it. They took the 
gory parts of the game out of the Nintendo version. They did everything they could to address 
the issue. If a parent thinks it's too violent for their nine-year old then they shouldn't buy it. It's 
a $70.00 game. No kid is walking into Toys ‘R Us, plopping seventy bucks down, and buying 
the game. 


Sodaro: Can you give us some tips on how to play the game? 

Tobias: (Pause) Practice. There's all kinds of secret moves and stuff. That's more a question 
geared to my partner who knows most of that stuff. In Mortal Kombat II--I think all the hidden 
stuff in Mortal Kombat has been figured out-but in the second game there’s tons of stuff that 
we buried under the game. 


Sodaro: Like what, for instance? Can you give us any clues? 

Tobias: Secret characters, and there's a lot of little things that you can do that it’s going tc 
be a while before people figure out how to find a hidden 
background or a hidden character. 

Sodaro: Could you give us an example of 
something that was hidden in the first 
game? 

Tobias: In the first one there wasn't 
that much hidden stuff. The most 
popular thing was a character called 
Reptile. We have these two ninjas, 

Sub-Zero and Scorpion. We took a 
ninja, tinted his pallet green, and 
called him Reptile. There were 
certain things you had to do to get a 
match with him. It happened in a one- 
player game. Something had to fly in 
front of the moon in the background, you 
had to get two flawless victories, touch th 
block button, perform a finishing move on a 
certain level, then all of a sudden you'd warp and 
you'd fight this Reptile character on the bottom of 






















of the backgrounds called The Pit. It actually wasn't discovered for : 
months. Some kid miraculously found it by accident. 



Sodaro: I would imagine you would have to have some of those things happen by accident. 

Tobias: It's amazing because the players are incredible. We've hidden stuff in the second game that we 
thought they weren't going to find for three months. The game was only out two weeks and somebody 
found it. There's a lot of these computer networks and they're always putting up new hints. The players 
are incredible about finding stuff. They haven't found nearly everything that’s hidden in the second one 
yet. 

Sodaro: How many things are hidden in the second game? 

-1 Tobias: It's kind of vague bec ause ffi jfles are considered hidden, and I think they found the majority 

of those. If I said over a hundred that wouldn't be overdoing it. 

Sodaro: What's the half-life of an arcade game? How long do they stay hot? 

Tobias: A game can be hot for yegrs. Normally what happens is a game will come out and do well for the first couple of months. 
Then another game will come out. It's like the movies; a movie comes out and it’s number one at the box office for a couple of 
weeks, then another new movie will come out. Mortal Kombat came out and did really well in the arcades. It depends on the arcade, 
but we've seen Mortal Kombat earn upwards of Si ,600 a week. Mortal Kombat was tops for six or seven months. It was eventually 
beaten by another game we put out here called NBA Jam! Eventually NBA Jam! slipped and Mortal Kombat was number one again, 
and that was amazing because that was 14 months later. 

Sodaro: How did it gBt translated into a comic book? 

Tobias: I had been doing comic books prior to working here. 

Sodaro: What were you doing? 

Tobias: I hadn't done that much. I did The Real Ghostbusters for Now Comics lor a year-and-a-half, That was a leal cartoony thing. 

I had always wanted to do Spider-Man or something. I did some stuff for Malibu. Then I stopped with comic books because I got 
busy here. With each of these characters I had developed an entire world that I wanted to tell. The only place I could tell it was in 
the ending sequence or in the attract-mode sequence which, unfortunately, doesn't get seen too often. Although we were getting 
tons of letters from people asking things like "Are there any members of the White Lotus Society hidden in the game (which was Liu 
Kang's group)?" It amazed us that all these players were so familiar with the story. I immediately said I wanted to do a comic book. I 
talked some people here into putting up the money and letting us produce a comic book that we sold through the game. The 
players could send in three dollars and receive the comic book. The comic did really well. Somebody at Malibu ordered the comic, 
and they expressed interest in doing it 

Sodaro: Do you have any input into the Malibu comic book? 

Tobias: Yeah. I had a couple of conversations with Mark Paniccia the editor on the comic. We went back and forth, and we got a 
hold of Charfes Marshall, the writer firsL I had some pretty long phone conversations with him. In the final scnpts that we approved, 
he hit it right on the head. I think he did an excellent job. 

Sodaro: Would you have liked to have written or drawn the comic yourself? 

Tobias: I would have liked to have but with what I do here I just don't have the time. 

Sodaro: Will you be contributing covers or anything? 

Tobias: I might. We talked about that a little bit although the artist who they have, 
excellent. I'd enjoy seeing him do the covers. Mark had asked if I had any interest i 
might do a cover here or there. The first couple of issues that Malibu's going to pu 
of the comic book that I did. It was 16 pages and I did it in like two weeks. Marshal 
job. He embellished it and added some things. I'm real excited about what they're 
received the rest of Patrick's pencils for the first issue and they look excellent. 

Sodaro: What are you working on now? 

Tobias: Right now I just finished Mortal Kombat II, and I'm currently 
working on a comic we're going to be selling through the game, kind of like 
the first one we did. 


Patrick Rolo, is 




© 1992 MORTAL KOMBAT® is a trademark of Midway® Manufacturing 
Company. All Rights Reserved. Used under license. 





















Checklist 
November 1994 


SO LITTLE TIME, 


STAR TREK: 

DEEP SPACE NINE ® «16: 

When Odo suspects Quark of 
suspicious dealings, he enlists 
his help to track down missing 
Bajorans. 



BUT WHO OWNS A WATCH? 


As I sit here and eat my breakfast 
of Good and Plentys and Mountain 
Dew, I think back to what a crazy 
month this has been for all of us 
here in the Licensing Department. 
First there was the giant bat 
sighting, which most of us figured 
was a delusion brought on by 
sleep deprivation. Then there were 
radioactive ants 
in the kitchen, 
and let's not 
forget that 
strange cosmic 
meteorite that 
landed near the 
office. Were we 
just seeing things 
because we’re 
around comics 
too much? Was it 
all the caffeine In 
our diet (I don't 
really think it's 
bad for you)? Is it 
true that staring 
at a computer all 
day will 

eventually erode 
that long, dangly 
thing that 
connects your 
brain to your 
spine? We just 
gave up trying to ON $- 

figure out what was going on and 
went back to work, producing 
(what I’m proud to say) a whole 
lotta great books. 


a close with its last issue before the 
Tournament Edition, a #0 issue with 
four short stories, plus other 
goodies, and a Special Edition of 
the first issue that includes an 
exclusive interview with the MK 
movie’s director and producer. 
Pant. pant 1 . 

In the farthest 
reaches of space, 
or the "final 
frontier" as many 
of us know It, 
we’ve got three 
Star Trek: Deep 
Space Nine 
goodies: the 
spectacular 
second issue of 
the crossover, a 
special follow-up 
to the hit mini¬ 
series Hearts and 
Minds, and our 
16th issue is 
written by the pen 
of Star Trek 
novelist John 
Vornholt. 

Of course the 
well received 
Bruce Lee series 
continues, and 
there's a Rock-lt 
: NOW comic featuring 

YES, written by none other than the 
same person who writes these 
What's New at the 'Bu columns. 


should be doing backflips of joy 
this month. We’ve got the regular 
series kickin’ along, Goro comes to 


ADDITIONAL CREDITS 

MORTAL KOMBAT® #0 

Cover art: Scott Sava. Cover design: Ty Rulll. 



DEEP SPACE NINE'" 

STAR TREK: 

THE NEXT GENERATION ® #2: 

The galaxy's greatest crossover 
continues with the help of Sisko 
and Picard, and DC Comics and 
Malibu! 

STAR TREK: 

DEEP SPACE NINE® 
UGHTSTORM #1: 

Captain Kol and the crew of the 
Klingon vessel. A'vwl (from the 
hit Hearts and Minds mini-series), 
are back! Plus, a special 
interview with STAR TREK TV 
series and movie alien designer, 
Michael Westmore. 

MORTAL KOMBAT ® #5: 

The Kombatants are caught in a 
game of life and death as the 
grand finale gets ever closer! 

MORTAL KOMBAT®: 

GORO'", PRINCE OF PAIN #3: 

Goro and the MK II characters 
get ready to battle the gang from 
MKI. 

MORTAL KOMBAT® #0: 

Featuring four short stories of the 
world's greatest fighting 
champions, an interview with the 
game’s co-designer and a groovy 
cover gallery. 

MORTAL KOMBAT® #1 
THE SPECIAL EDITION: 

Sonya, Kano, Johnny Cage, Sub- 
Zero and the rest of the 
Kombatants find themselves on a 
journey none may come back 
from. Also, an exclusive interview 
with the movie’s producer and 
director. 

BRUCE LEE #5: 

The adventures of the greatest 
martial arts legend continue. Plus 
a special four page Mortal 
Kombat story. 

YES #1: 

From our rock & roll line comes a 
tale that spans the centuries with 
one of the most influential 
progressive bands around. 


BUY MALIBU 
COMICS TODAY! 














From the HEARTS AND mTnDS mini-series comes 
‘the first STAR TREK: DEEP SPACE NINE Special. ^ 

LIQHTSTORM. 

’Featuring a reunion of Commander Sisko and the DEEP SPACE NINE crew 
and Captain Kol and the crew of the Klingon vessel A vwl. 


On Sale In December! 
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